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ABSTRACT  
 
Name : Harwita Indah Fuadah Taba 
Reg. No. : 20400113127 
Department : English Education 
Title : The Effectiveness of Using Board Game in Teaching 
Grammar to the Eighth Grade Students of MTs. 
Muhammadiyah Mamajang Makassar 
Consultant  I : Dr. H. Wahyuddin Naro, M.Hum. 
Consultant  II : Dr. Hj. Djuwairiah Ahmad, M.Pd. M.TESOL 
 
 
       This research was aimed at finding out the effectiveness of teaching grammar 
by using Board Game at the second grade students of MTs. Muhammadiyah 
Mamajang Makassar. There was one problem statement in this research : To what 
extent is Board Game effective in teaching grammar mastery to the Eight grade 
students of MTs. Muhammadiyah Mamajang Makassar? The objective of this 
research was to find out the effectiveness of Board Game in teaching grammar to 
the Eight grade students of MTs. Muhammadiyah Mamajang Makassar.  
        The researcher applied quasi experimental design using nonequivalent 
control group design. The population of this research was the Second grade 
students of MTs. Muhammadiyah Mamajang Makassar which consist of 69 
students. The sample of this research was taken by using purposive sampling 
technique which consisted of 64 students with 32 students in experimental class 
and 32 students in controlled class.The researcher took VIII A as experimental 
class and VIII B as controlled class. The independent variable of this research was 
Board Game and the dependent variable of this research was students‟ grammar 
mastery.  
        The instrument of this research was grammar test used in the pre-test and the 
post-test. The result of the data indicated that there was a significant difference of 
mean score in pre-test and post-test. In experimental class, the mean score of pre-
test (52.03) and the mean score of post-test (87.50). While in control class, the 
mean score of pre-test was 51.25 (poor) and the mean score of post-test was 72.18 
(good). Although, both of the classes are improved, the significant improvement 
happened in experimental class from poor to very good score while in control 
class the improvement was only from poor to good score. In addition, the t-test 
value (7.77) was higher than t-table value (2.000). Based on the findings and 
discussions of this research, the researcher was able to conclude that using Board 
Game is effective in teaching simple present tense and past tense at the second 
grade students of MTs. Muhammadiyah Mamajang Makassar. 
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CHAPTER I 
INTRODUCTION 
A. Background 
Language is a system of symbols through which people communicate. 
The symbols may be spoken, written, or signed with the hands. Without language, 
it is hard to imagine how people can cooperate and get along with one another. 
Communication has an important role in human life. We must know how to share, 
to express our idea to other. Because communication is important, so human being 
should learn how to communicate correctly. Communication will be easy if 
between sender and receiver understand with the information was given. One of 
important tools in communication among various groups of people from various 
part of the world now is English.  
According to Thornbury (2002), Grammar is partly of the study of what 
forms (or structure) are possible in language. Traditionally, grammar has been 
concerned almost exclusively with analysis at the level of the sentence. Thus a 
grammar is a description of the roles that govern how a language‟s sentences are 
formed.  
People need to communicate in doing daily activities and making an 
interaction to other people in their life. English uses as a medium language in all 
aspects of national relationship with other countries such as diplomatic, social, 
cultural, international commerce and also in education. In other word English 
takes an important role in communication such a medium for every nation to 
communicate each other. 
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Most Indonesian students face difficulties in learning structure because 
the grammatical rules of Indonesian language are different from those of English. 
It is one of the problems faced by students of MTs. Muhammadiyah Mamajang 
Makassar. It is obvious why they become passive, confused, shy, afraid of making 
mistakes, and feel bored when they study English grammar, and sometimes they 
are sleepy in the class when they have lesson. It can lead the learners get negative 
results; they become unmotivated to learn it and unable to communicate in 
English. 
Based on the researcher‟s preliminary observation at the eighth grade at 
MTs. Muhammadiyah Mamajang Makassar on February 20
th
 2017, the researcher 
found that many students at eighth grade at MTs. Muhammadiyah Mamajang 
Makassar had difficulties in learning English especially in the grammar. It was 
proved by the result of the students‟ final examination score. The mean of 
students‟ English score was 60. Meanwhile the Minimum Mastery Criterion-
Kriteria Ketuntasan Minimal (KKM) was 75. The result indicates that, the 
students‟ English achievement is still low. Beside, it was supported by the result 
of interview to the English teacher in the preliminary study that, the students‟ 
difficulties come from the weaknesses of the students‟ grammar mastery.  
Those problems of the grammar must be solved because it can be the 
difficulties for the students to continue the next level or grade. One of the teaching 
strategies that can make the students motivated to learn English is using suitable 
strategy such as game. Recently, not only in the Kindergarten, fun and effective 
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learning is hoped can be applied in English learning process for Junior High 
School and Senior High School.  
Games help and encourage many learners to sustain their interest and 
work. Games also help the teacher to create contexts in which the language is 
useful and meaning. Almost people like game, because game was able to break 
their bored and it was possible to learn a language as well as enjoy oneself at the 
same time. But it depends on the appropriateness of the game and role of the 
player.  
So, based on the problem that is faced by students above, the researcher 
was used Board game as a media to improve students‟ grammar mastery. Board 
game is one of games that used in English language teaching. Here, the game is 
used to deliver the materials in order to be more fun for students in the process of 
teaching learning, so they will be enthusiastic in joining the activity. It is 
important to use game as an alternative way in teaching grammar.  
This game can be applied in teaching and learning. Beside, students are 
given some exercises many times, the students also have chance to respond or 
correct their peers. There is competition on Board game, so it makes students 
more enthusiastic and active in learning process. 
Based on explanation above, the writer wants to conduct a research 
entitled: “The Effectiveness of Using Board Game in Teaching Grammar to the 
Eighth Grade Students of MTs. Muhammadiyah Mamajang Makassar”. 
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B. Problem Statement 
Based on the previous background, the research formulated the problem 
statement as follow: To what extent is Board Game effective in teaching grammar 
mastery to the Eighth grade students of MTs. Muhammadiyah Mamajang 
Makassar? 
C. Research Objective 
Related to the problem statement, the objective of this research was to 
find out the effectiveness of Board Game in teaching grammar to the Eighth grade 
students of MTs. Muhammadiyah Mamajang Makassar.  
D. Research Significances 
The result of the research was expected to be useful theoretically and 
practically. Theoretically, it is expected to provide and empirical evidence to 
support learning theory of grammar to improve the students‟ grammar mastery 
especially in using board game.  
Practically, it is expected to be valuable information in give meaningful 
contribution for students, teachers, schools and the next researcher. 
First is significance for the students, this research expected to encourage 
the students mastering English lesson, the students feel relax and enjoy when they 
learn English lesson, and solve their problem in learning grammar because the 
teacher use the suitable method in teaching. Therefore, the students can use the 
grammar they have learnt in the communication.  
Second is significance for the teacher, the positive impact of this 
research can support the English teachers to apply this technique in teaching 
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grammar. They can develop and use new methods in order to make the students 
enjoy and relax in teaching learning process. The media or a game that is given by 
teachers and the students feel comfort, it can give positive assumption to the 
teacher that they have competence.  
Third is significance for the school, the output of the study will help 
achieve higher quality of education, because of the well-trained teachers and good 
performance of the students.  
Fourth is significance for the further researcher, this research is expected 
to give a new knowledge of the further researcher to do the better research of 
teaching and learning cases, and to solve the students‟ grammar mastery 
problems, and also the teachers that have the similar problem with this researcher.  
E. Research  Scope 
This study concerns on the use of board game in teaching students‟ 
grammar mastery at MTs. Muhammadiyah Mamajang. In order to focus on this 
research, so the result is valid; there must be limitation of the problem. The topic 
must be limited in order to investigate the problems more accurately, precisely, 
and correctly. Therefore, the writer would like to limit this study as follows:  
1) The research is limited in using Board Game, the kind of Board Game 
that is used in this research is Football Board Game.  
2) The grammar used in this research is limited to the use of Simple 
Present Tense and Past Tense. 
3) The research was conducted for the eight year students of Mts. 
Muhammadiyah Mamajang Makassar  in the academic year 2017/2018. 
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F. Operational Definition of Term 
The operational definition of topic as follows: 
1. Grammar mastery 
According to the researcher, grammar mastery is the ability of the 
students to understand the tenses or structure of language or the ability of the 
students to connect the word to another word. 
2.   Board Game  
According to the researcher, board game is any game that can be played 
on a flat surface such as a table or floor. A board game is a game that involves 
counters or pieces moved or placed on a pre marked surface or “board” according 
to a set of rules.  
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CHAPTER II 
REVIEW OF RELATED LITERATURE 
This chapter discussed about the related findings, theoretical frameworks, 
and hypothesis. 
A. Previous Related Research Findings 
This chapter presents the literature review which deals with the previous 
related research findings and pertinent ideas. Many researchers have reported their 
research about grammar and board game. Some of the findings of related research 
are presented in the following section. 
a)  Finding about Grammar 
Hariyanto (2014) in his thesis entitled Improving the grammar mastery of 
the seventh year students of SMP 2 nalumsari, Jepara in academic year 
2013/2014 by using inductive approach. The result of his thesis shows that using 
inductive approach was effecrtive to improve the students‟ grammar mastery of 
the seventh year students of SMP 2 Nalumsari, Jepara in academic year 
2013/2014. 
b) Findings about Board Game 
Saraswati (2015) The Use of Board Game to Improve  Students’’ 
Grammar Mastery (A Classroom Action Research on the Eight Grade of SMP N 1 
Bergas in the Academic year of 2014/2015). The researcher concludes that there 
was a significant improvement of the students‟ grammar mastery from pretest and 
posttest after they were taught by using Board Game. In this research, the highest 
improvements of the students‟ grammar mastery were in verb achievement. 
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The different between this research and the previous research were the 
technique that used, the object of research and the place. The researcher focus on 
using Board Game in experimental class while the previous research use Class 
Action Research. The research was held in MTs. Muhammadiyah Mamajang 
Makassar at the eighth grade students. 
B. Some Pertinent Ideas 
1. The Concept of Grammar 
a. Definition of Grammar 
  In the context of education especially in the learning and teaching of a 
foreign language, grammar is usually considered one of the language components 
beside the vocabulary and sound system which students should acquire. Knowing 
grammar means understanding what the text means correctly. According to 
Thornbury (2002), Grammar is partly of the study of what forms (or structure) are 
possible in language. Traditionally, grammar has been concerned almost 
exclusively with analysis at the level of the sentence. Thus a grammar is a 
description of the roles that govern how a language‟s sentences are formed.  
In addition Kolin and Funk (2010) point out three definitions of 
grammar. First, grammar is the system of rules in our heads. Second Grammar is 
the farina description of tile rules. And the third, grammar is the social 
implications of use, sometimes called “linguistic etiquette” Grammar is the 
system of rules in our heads. It means that, the study of grammar a lifetime of 
“knowing” how to produce sentences. This subconscious system of rules is your 
“language competence”. It is important to recognize that these internalized rules 
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vary from one language community to another Grammar is the formal description 
of the rides. This definition refers to the branch of linguistic science concerned 
with the formal description of language, the subject matter of books like this one, 
which identify in an objective way the form and structure, the syntax of sentences. 
Grammar is the social implications of usage, sometimes called “linguistic 
etiquette” This definition could be called do‟s and don‟t‟s of usage, rather than 
grammar. 
As‟ad, (2011) conclude that, using board game in learning English speaking 
could improve the students‟ skill and ability in asking and giving opinion. The 
finding of this research indicated that board game can be used in English Foreign 
Language Classes. In addition he also said that who had great willingness to have 
independent study were greatly advised to explore more on the use of board 
games for speaking and enriching the students‟ vocabulary. 
As an important element of language, grammar should be mastered by 
learners if they want to be successful in learning English. Mastering English 
grammar can help students to construct the correct sentences meaningfully and 
grammatically, so that they are able to use English well. Improving grammar 
mastery is crucial for the students because if grammar rules are too carelessly 
violated, communication may suffer (Harmer, 2001). 
b. The importance of grammar 
 According to Longman Dictionary of Contemporary English in 
Povjakalova (2012), grammar is the rules by which words change their forms and 
are combined into sentences, or the study or the use of these rules. From this 
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definition, it seems that the sentences are acceptable or grammatically if they 
follow the rules of grammar. Since a communicative purpose and function of 
language are reflected in grammar, it is a must the language students to acquire 
good grammar. It should be admitted, good mastery in grammar will enable 
people easily to express information, feelings, and ideas in their thought to others. 
In other words, it can be said that communication failure will happen if people 
does not master the grammar because the purpose of communication cannot be 
reached. Relating to the statement before, it is clear that grammar is important to 
be mastered by the students in order to be able to express their feelings, emotions, 
and to be able to use English appropriately. 
c. Types of grammar 
Some linguists have their own perspective about different varieties of 
grammar - that is, different ways of describing and analyzing the structures and 
functions of language. 
Kolin and Funk (2010) divided the types of grammar into two, they are: 
Structural and Transformational Grammar. 
1) Structural Grammar  
  The structuralism recognize the importance of describing language on 
its terms. Instead of assuming that English words could fit into the 
traditional eight word groups of Latin, the structuralism examined 
sentences objectively, paying particular attention to how words change 
in sound and spelling (their form) and how they are used in sentences 
(their function) Another important feature of structuralism, which came 
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to be called “new grammar”, is its emphasis on the systematic nature of 
English. 
2) Transformational Grammar 
  Unlike the structuralism, whose goal was to examine the sentences we 
actually speak and to describe their systematic nature, the 
transformanionalists wanted to unlock the secrets of language; to build 
a model of our internal rules, a model that would produce all of the 
grammatical - and no ungrammatical - sentences. It might be useful to 
think of our built-in language system as a computer program. The 
transformationalists are trying to describe that program. The several 
important concepts of transformational grammar are: first, the 
recognition that a basic sentence can be transformed into variety of 
forms, depending on intent or emphasis, while retaining its essential 
meaning; for example, questions and exclamations and passive 
sentences. Another major adoption from transformational grammar is 
the description of our system for expanding the verb.  
 On the other hand, George Yule in Septiani (2014) stated that, there are 
three types of grammar. Those are: 
1) Mental Grammar 
Mental grammar is a form of internal linguistic knowledge which 
operates in the production and recognition of appropriately structured 
expressions. And this is not the result of any teaching (purely skill). 
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2) Linguistic Ettiquette 
Linguistic etiquette is the identification of the proper or best structures to 
be used in a language. 
3) Traditional grammar 
Traditional grammar involves the analysis study of the structures found 
in a language. 
d. Simple Present Tense 
In English grammar, the simple present tense is a form of the verb that 
refers to an action or event that is on going or that regularly takes place in present 
time. In English grammar, there are seven accepted functions of the usage of the 
simple present for of verbs: to express permanent states, general truths, habitual 
actions, live commentary, performative actions, past time or historic present, and 
future time. 
Formulas and Example Sentence Simple Present Tense 
a) Sentence expressing  Simple Present Tense  using verbs ( VERB ) 
+ Subject + Verb + Object 
- Subject + DO / DOES 1 + NOT + Verb + Object 
? DO / DOES + Subject + Verb + Object? 
 
Example: 
+ I speak English everyday 
She  speaks  English everyday 
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- I do not speak English 
She does not speak English 
 
? 
Do you speak English? 
Answer : Yes I do, or No, I do not 
Does she speak English? 
Answer : Yes She does, or No, She does not 
? Why do you speak English everyday? 
 
b) Sentence expressing  Simple Present Tense  is not using the verb  (Non 
VERB) 
+ Subject + To Be + Adj/Noun/Adv 
- Subject + To Be + NOT + Adj/Noun/Adv 
? To be  + Subject + Adj/Noun/Adv + ? 
Example: 
+ I am a teacher . 
She is a teacher. 
- I am not a teacher. 
She is not a teacher. 
 
? 
Are you a teacher? 
Answer : Yes I am, or No, I am not 
Is she a teacher? 
Answer : She is Yes, or No, She is not 
14 
 
 
 
? 
What are you? 
Answer : I am a teacher 
Where is your sister? 
Answer : She is here 
e. Past Tense 
    Simple past tense is, to declare an act / event that happened in the past / 
make enormous time has passed and in the know.   
Nominal sentence 
 (+) S+BE II+ (WAS/WERE) 
 (-) S+BE II+ NOT+ (WAS/WERE) 
(?) BE II+ S + (WAS/WERE) 
Example 
 (+) I was very thirsty just now 
 (-) I wasn‟t very thirsty just now 
 (?) Were you very thirsty just now? 
Verbal Sentence 
        (+) S+V II 
        (-) S+DID NOT+V I 
        (?) DID+S+V I 
Example 
 (+) I cleaned my car on Monday 
 (-) I did not clean my car on Monday 
 (?) Did you clean your car on Monday? 
          (Murphy : 1994) 
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  2. The concept of Board Game 
a. The Definition of Board Game 
  Since learning grammar or structure is difficult and sometimes is boring 
for the students, teachers are expected to find the effective way to help students in 
learning second language. Games can help the students to revise language they 
learn. “Games also help the teacher to create contexts in which the language is 
useful and meaningful”. Board game is one of games which is used to help 
students learn their lessons in English class easily. 
  According to Parlett (1999): “A board game is any game that can be 
played on a flat surface such as a table or floor.” A board game is a game played 
across a board by two or more players. The board may have markings and 
designated spaces, and the board game may have tokens, stones, dice, cards, or 
other pieces that are used in specific ways throughout the game. 
(http://www.wisegeek.com/what-is-a-board-game.htm accessed on 8 July 2014). 
  Based on definition above, board game is a game using flash card and 
dice. The flash card contains the words that make students easier to arrange the 
sentences appropriately with the tenses. This game attract students‟ motivation to 
follow the teaching and learning process because board game can make the 
students more focus in learning, because they do not feel that they are forced to 
learn. They are also enable learners to acquire new experiences within a foreign 
language which are not always possible during a typical lesson. 
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b. The Advantages of Using Board Game 
  Board game can be method that will give many advantages for teacher 
and the students either. Buckby (1994), the benefits of board game is to attract the 
students to learn English because the game is fun and makes them want to have 
experiment, discovers and interacts with their environment such as:  
a). Board game adds variation to a lesson and increase motivation by 
providing a plausible incentive to use the target language. For many 
children between four and twelve years old, especially the youngest, 
language learning will not be the key motivation factor. Board game 
can provide this stimulus. Buckby (1994). 
b). The game context makes the foreign language immediately useful to 
the children. It brings the target language to life. Buckby (1994).the 
board game makes the reason for speaking plausible even to reluctant 
children. 
c). Through playing board game, students can learn English they way 
children learn their mother tongue without being aware they are 
studying; thus without stress, they can learn a lot. 
d). Even shy students can participate positively. 
e). Make your classroom a lively place through the use of attractive wall 
displays, displays of pupils‟ work, etc. language classroom is noisy 
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with the language (English) is good because it will make the 
classroom more live in English (practice) 
f). Motivate pupils to want to learn English by using interesting and 
enjoyable learning activities. E.g., project work, board game, drama. It 
means learning by playing. 
g). Create warm and happy atmosphere where teacher and pupil enjoy 
working together. Teacher arranges good atmosphere in classroom 
and make the students interested. 
h). Help pupils to develop personal reasons for learning English. For 
example by encouraging out-of –school class activities, e.g. pen 
friends, project, reading story book. 
i). Make learning English enjoyable and fun-remember you are 
influencing their attitude to language learning. (Lower as affective 
filter). It means teacher has to try in order to students are having fun in 
learning (learning by playing). Remember teacher is influencing their 
attitude to language learning. 
j). Do not worry about mistakes. Be encouraging – make sure children 
feel comfortable, and not afraid to take part. It means teacher does not 
blame directly to students, teacher must give support to students while 
repair their mistakes. 
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k). Use a lot of gestures, actions, pictures to demonstrate what you mean. 
It means teacher has to try to accompany her explanation with method 
in order to students understand easily. Don‟t force the students to use 
the language directly, just give them examples by gestures  
l). Talk a lot to them in English, especially about things they can see. 
Teacher must teach them by using English, especially about anything 
in their surroundings. 
m). Play board game, singsongs, say rhymes and chants together. It 
means teacher has skills in playing board game, singsong etc to make 
them enjoy and interest in learning. 
n). Tell simple theories in English, using pictures, acting with different 
voices. 
o). Do not worry when they use their mother tongue. You can answer a 
mother tongue question in English, and sometimes recast in English 
what they say in their mother tongue. It means if the students use their 
mother tongue, the teacher translate to English and repeat again, again 
and again to make them always remember what teacher means. 
p). Constantly recycle new language but do not be afraid to add new 
things or to use words they will not know. Teacher gives new 
language while remember the last topic. 
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q). Plan lesson with varied activities, some quiet, some noisy, some 
sitting, some standing and moving, it means teacher must demonstrate 
his teaching with several activities (moiling teaching), sometimes 
teacher sit, stand up in front of or behind the students. 
c. Football Board Game 
  In teaching and learning English, there are many kinds of Board game. In 
here, the researcher only uses Football Board Game. Football Board Game is one 
kind of Board Game that is used in Learning English. This football game is ideal 
for activities that require students to collocated words and make sentences. It is 
therefore a great vocabulary and grammar practice game.. In this game there are 
CUE WORDS and MAIN TEXTS. Players try to combine a CUE WORD at the 
side with a MAIN TEXT in the middle to make sentences.    
C. Theoritical Framework 
The conceptual framework of this research is as follows: 
  Teaching Grammar 
 
Experimental Class Controlled Class 
 
 
 
 
 
 
Using Board Game in 
Teaching Grammar 
Using Conventional Teaching 
Method In Teaching Grammar 
 
The Students‟ Grammar 
Mastery 
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Based on framework before, the researcher teaches grammar using board 
game in two classes. First is experimental class and the second is controlled class. 
In experimental class, the researcher uses board game in teaching grammar. 
Different from controlled class, the researcher uses conventional teaching method 
in teaching grammar. 
D. Hypothesis 
The hypothesis of the research is formulated as follows: 
1. H1 : The use of Board game can enhance the students‟ grammar 
mastery at the Eighth Grade in MTs Muhammadiyah Mamajang Makassar. 
2.   H0 : The use of Board game cannot enhance the students‟ grammar 
mastery at the Eighth Grade in MTs Muhammadiyah Mamajang Makassar.  
 
 
 
 
 
 
  
 
 
 
 
 
 21 
 
CHAPTER III 
RESEARCH METHOD 
This chapter deals with the research method, the research variables, the 
population, the sample, the research instrument, the data collection procedures and 
the data analysis techniques. 
G. Research Design 
The research was conducted with Quasi Experimental Design; exactly 
Nonequivalent Control Group Design that involving two groups of classes. One 
group was treated as the experimental class and another group was treated as the 
controlled class. In experimental class, the Board Game was conducted as well as 
post-test and pre-test and the controlled class will only get the post-test and pre-
test. 
This is a model of Quasi-Experimental Design, exactly Non-equivalent 
Control Group Design. 
 
         Where: 
 E : Experimental class 
 C : Controlled class 
O1 : Pre-test (in experimental class) 
O3 : Pre-test (in controlled class) 
X : Treatment that was given for experimental class by using board 
game. 
O2 : Post-test (in experimental class) 
E  O1 X O2 
_______________ 
C  O3   O4 
22 
 
 
O4 : Post-test (in controlled class) 
   (Sugiyono, 2015) 
H. Research Variables 
There were two variables of this experiment research. They were 
Independent variable and dependent variable: 
First, the independent variable was Board Game, which use this game, it 
help the students to improve their ability in English especially in grammar.  
Second, the dependent variable is the students‟ grammar mastery. 
Dependent variable was affected by independent variable. This research shows 
that board game affects the students‟ ability in grammar mastery or not. 
B. Population and Sample 
1. Population 
Population is the total member of research respondents. The population 
of this research taken from the Eighth Grade Students of MTs Muhammadiyah 
Mamajang Makassar in academic year 2017/2018. The total numbers of 
population were 64 students, consisted of 2 classes. 
2. Sample 
Tiro (2011) stated that, sample as a number of members which is taken 
from population. The technique sampling used in this research was Purposive 
sampling. Purposive sampling also called judgmental sampling, the sampling 
based assessment (judgment) academic researchers or those who may be eligible 
to be sampled. Therefore, in order not to subjective, the researcher must know the 
specific background knowledge possessed by the sample in order to really be able 
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to get samples in accordance with the requirements or purpose of the study and 
obtaining accurate data.  
The researcher took two classes as sample and divided into two groups, 
experimental class and controlled class. The researcher took VIII A consist of 32 
students as experimental class and VIII B consist of 32 students as the controlled 
class.    
I. Research Instrument 
To obtain the data, the researcher began the tests that consisted of pre-test 
and post-test. The purpose of  pre-test was to know how far  the grammar mastery 
of the students before using Board Game and  the Purpose of post test was to 
know the improvement of Grammar mastery after using Board game. 
J. Data Collecting Procedure 
The researcher collected the data by test (pre-test and post-test) 
1. Pre-test 
The researcher administered pre-test to both classes. It tested to the 
students. The Pre-test was intended to know the prior knowledge of the students 
on grammar mastery before giving the treatment. 
2. Treatment 
The researcher improved the students‟ grammar mastery by using Board 
Game. After giving the Pre-test, the researcher conducted the treatment six times 
by using Board Game; it used in experimental class only, while in the controlled 
class was not. The treatment was given for at least eight meetings. The were some 
procedures in experimental class, as follows: 
24 
 
 
a. The researcher introduced herself. 
b. The researcher introduced the introduction materials to the class. 
c. The researcher explained about the materials  
d. The researcher divided the students into 4-5 groups  
e. The researcher gave explanation how to do board game in learning 
process. 
f. Students were expected to combine the Main Texts with the Cue Texts 
at the side to make sentences.  
g. The two teams or players toss a coin to decide who starts first, or do 
Rocks, Paper and Scissors. The winner started combining a cue word 
and a key word to make sentences.  
       For example:  
Last summer + visit  
Last summer I visited my grandma. 
h. Every time a student successfully combines a Cue Text with a Main 
Text, they moved to the next word. Each time they landed on a Main 
text, they should use a different Cue Text to make a sentence.  
i. Both teams (players) kept advancing until they meet on their way in 
the same space. When they were meeting, they were rocks, papers and 
scissors. The team that loose the rocks, paper & scissors duel went 
back to restart from his or her end. The winning side continued until 
they met again. Everytime when they were meeting, they were rocks, 
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papers, and scissors to see who was the winner. The team getting to 
the other team‟s goal first, was the winner.  
j. When players got to the centre, it was a FREE space so they created 
any sentence that they were like.  
k. The researcher motivated the students by given positive feedback and 
support them to believe that they can do it well. 
K. Data Analysis Technique 
The data were obtained through pre-test and post-test. The researcher used 
the procedures as follows:   
1. Scoring the students‟ answer by using the following formula : 
Student’s correct answer  
       Score   = x 100  
 Total number of items  
 
 
2. Scoring the students‟ answer on pre-test and post-test by using the following 
formula :             F 
           P   =             x 100 % 
         N 
Where: 
P : Percentage 
F : Frequency of wrong answer 
N : Number of sample 
(Depdikbud in Nur, 2011) 
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3. Finding out the means score of the students‟ answer 
   
X
X
N


 
Where:   
    : mean score 
 : Sum of all score 
N  : Total number of subject. 
                        (Gay, 2006) 
4. Classifying the score answer by using scoring rubric 
No Score Classification 
1 95 – 100 Excellent 
2 85 – 94 Very Good 
3 75 – 84 Good 
4 65 – 74 Fairly Good 
5 55 – 64  Fairly Poor 
6 45 – 54  Poor 
7 0 – 44  Very Poor 
(Depdikbud in Sukirman, 2013)  
5. Finding out the standard deviation by applying this formula : 
𝑆𝐷 =  
𝑆𝑆
−
𝑁
, whereSS= ∑X2 −
(∑𝑋)2
𝑁1
  
Where: 
SD    =standard deviation  
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SS =the sum of square 
N    =total number of the subjects 
∑𝑋2 =the sum of all square; each score is squared and all the    
squares are added up 
    (∑𝑋)2 =the square of the sum; all the scores are added up and the 
sum is square, total. 
                    (Gay, 2006) 
6. The formula used in finding out the difference between students‟ score in Pre-
test and Post-test 
𝑡 =
x 1 − x 2
  
SS1 + SS2
n1 + n2 − 2  
1
n1 +
1
n2 
 
Where: 
t : test of significance 
 x 1 : mean score of experimental group  
 x 2 : mean score of controlled group  
SS1         : sum square of experimental group  
SS2 : sum square of controlled group   
n1 : number of students of experimental group  
n2: : number of students of cotrolled group 
2          :        the number of class involved 
       1          :        constant number
 
(Gay, 2006) 
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7. The result of the t test will be compared with t table to answer hypothesis: 
 
 
 
(Gay, 2006) 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
t table < t test = Effective 
t table > t test = Not effective 
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CHAPTER IV 
FINDINGS AND DISCUSSION 
 
 This chapter deals with the findings of the research and the discussions of 
the findings. The findings are in line with the problems research stated in the 
introduction part. The findings of the research present the description of the result 
of data collected through grammar test. In the discussions section, the researcher 
describes further explanation of the findings given. 
A. Findings  
   The findings of this research deals with the students‟ score in the pre-test 
and the post-test, the students‟ score classification, the mean score, the significant 
differences between the score of pre-test and post-test and the hypothesis testing 
of the faired samples. This finding was described as follows: 
1. The classification of students‟ pre-test scores in experimental class and 
controlled class. 
           The following table shows the classification of frequency and 
percentage of students‟ grammar mastery at the eighth grade students of 
MTs. Muhammadiyah Mamajang Makassar in experimental class and 
controlled class. 
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Table 4.1 
 The Distribution of Frequency and Percentage of Pre-Test Score in 
Experimental Class 
No Score Classification Frequency Percentage 
1 95 – 100 Excellent 0 0% 
2 85 – 94 Very Good 0 0% 
3 75 – 84 Good 3 9% 
4 65 – 74 Fairly Good 4 13% 
5 55 – 64  Fairly Poor 5 16% 
6 45 – 54  Poor 15 47% 
7 0 – 44  Very Poor 5 16% 
 Total 32 100% 
 
Table 4.1 The table above indicates the rate percentage and frequency of 
experimental class score in pre-test. It indicates that none of the students achieved 
score in excellent and very good scale, 3 students (9%) were classified as good, 4 
students (13%) were classified as fairly poor, 15 students (16%) were classified as 
very poor in adjective clause abilities in experimental class were still poor as 
shown in the table that the highest percentage was in poor scale (47%).  
 
 
 
31 
 
 
Table 4.2 
The Distribution of Frequency and Percentage of Pre-Test Score in Control 
Class 
No Score Classification Frequency Percentage 
1 95 – 100 Excellent 0 0% 
2 85 – 94 Very Good 0 0% 
3 75 – 84 Good 2 6% 
4 65 – 74 Fairly Good 4 13% 
5 55 – 64  Fairly Poor 7 22% 
6 45 – 54  Poor 13 41% 
7 0 – 44  Very Poor 6 19% 
 Total 32 100% 
 
  The table above portrayed the pre-test score of control class in two 
categories; the rate percentage and frequency which were both based on students‟ 
score. It showed that none of the students obtained score in excellent and very 
good scales, 2 students (6%) were classified as good, 4 students (13%) were 
classified as fairly good, 7 students (22%) were classified as fairly poor, 13 
students (41%) were classified as poor, and 6 students (19%) were classified as 
very poor in grammar. The table indicated that the students‟ grammar in control 
class were still poor as shown in the table that the highest percentage was in poor 
scale (41%). 
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2. The classification of Students‟ Post-test Scores in Experimental and 
Control Class. 
     The following table shows the distribution of frequency and the percentage  
the score of students‟ grammar mastery at the second grade students of MTs. 
Muhammadiyah Mamajang Makassar in experimental and control class. 
Table. 4.3 
The Distribution of Frequency and Percentage of Post-Test Score in 
Experimental Class 
No Score Classification Frequency Percentage 
1 95 – 100 Excellent 10 31% 
2 85 – 94 Very Good 12 38% 
3 75 – 84 Good 8 25% 
4 65 – 74 Fairly Good 2 6% 
5 55 – 64  Fairly Poor 0 0% 
6 45 – 54  Poor 0 0% 
7 0 – 44  Very Poor 0 0% 
 Total 32 100% 
 
  Table 4.3 above shows that the post-test score of experimental class in 
two categories; the rate percentage and frequency which were both based on 
students‟ score. It showed that there were 10 students (31%) achieved excellent 
score, 12 students (38%) achieved very good score, 8 students (25%) achieved 
good score, 2 students (6%) achieved fairly good score, and significantly there 
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were no students achieved score in fairly poor, poor, and very poor. The table 
indicated that students‟ grammar mastery in experimental class were improved as 
shown in the table that there were no more students gained score in fairly poor, 
poor, and very poor score in post-test.  
Table. 4.4 
The Distribution of Frequency and Percentage of Post-Test Score in 
Control Class 
No Score Classification Frequency Percentage 
1 95 – 100 Excellent 3 9% 
2 85 – 94 Very Good 2 6% 
3 75 – 84 Good 11 34% 
4 65 – 74 Fairly Good 8 25% 
5 55 – 64  Fairly Poor 5 16% 
6 45 – 54  Poor 3 9% 
7 0 – 44  Very Poor 0 0% 
 Total 32 100% 
 
  The table above illustrated the post-test score of control class in two 
categories; the rate percentage and frequency which were both based on students‟ 
score. It showed that there were 3 students (9%) achieved excellent score, 2 
students (6%) achieved very good score, 11 students (34%) achieved good score, 
8 students (25%) achieved fairly good score, 5 students (16%) achieved fairly 
poor score, 3 students (9%) achieved poor score, and none of the students 
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achieved very poor. The table indicated that there was also improvement of 
grammar mastery in control class as shown in the table that there were no more 
students achieved very poor score.  
Based on the table above, it indicates that there was a significant 
improvement that the students got in the post-test. It can be concluded that the 
percentage in post-test was higher than the percentage in pre-test. 
   
3. The Mean Score and Standard Deviation of pre-test and post-test in 
Experimental and Control Class.  
After calculating the result of the students score, the mean scores and the 
standard deviation for both classes can be presented by the following table. 
Table 4.5 
The Mean Score and Standard Deviation of Pre-Test and Post-Test in 
Experimental and Control Class 
 
Class 
Mean Score Standard Deviation 
Pre-test Post-test Pre-test Post-test 
Experimental 52.03 87.50 12.56 9.15 
Control 51.25 72.18 12.82 13.25 
 
  The table above illustrated that in experimental class the mean score of 
pre-test was 52.03 and its standard deviation was 12.56. The mean score of post-
test was 87.5 and its standard deviation was 9.15. While in controlled class, the 
mean score of pre-test was 51.25 and its standard deviation was 12.82.  
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  Even though the post-test mean score of both classes were improved, the 
higher improvement of post-test mean score happened in experimental class from 
52.03 to 87.50 while the improvement of post-test mean score in controlled class 
was from 51.25 to 72.18. It revealed that the post-test mean score improvement in 
experimental class (87.50 - 52.03 = 35.47) was higher than the post-test mean 
score improvement in control class (72.18 – 51.25 = 20.93). It Indicated that the 
use of Board Game in teaching grammar was effective.  
The significance score between experimental and the controlled class can 
be known by using t-test. The result of t-test can be seen in Table 4.6 as follows: 
Table 4.6 
Distribution the Value of T-Test and T-Table 
Variable t-test value t-table value 
Post-Test 7.77 2.000 
 
  The table 4.6 above indicates the result of test of significance testing. For 
the level of significance (α) 0.05 and the degree of freedom (DF) (N1+N2)-2 = 
(32+32)-2= 62, it indicated that the value of the t-Test was higher than t-Table. 
The result of the post-test clearly indicated that there was a significant different 
between the students‟ score in the experimental and control class after conducting 
treatment by using Board Game. 
  It indicated that Board Game is quite effective in simple Present Tense 
and Simple Past Tense. It means H0 is rejected and H1 is accepted because the t-
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Test is higher than t-Table (7.77 > 2.000). Hence, the hypothesis of the research is 
accepted. 
B. Discussion 
     The result of this research showed that the students‟ scores were higher 
after the treatment in the experimental class using Teams Board Game. The score 
of the students improved by using Board Game. The students in the experimental 
class showed their improvement more than the controlled class. Most of the 
students were in the good score. The result of this research in line with some 
findings from experts that supports the finding of this thesis. Saraswati (2015) 
stated that the use of Board Game was effective in teaching grammar and the use 
of Board Game gave positive contribution towards the students‟ vocabulary 
mastery because the students needs many words to make sentences, so indirectly 
they can improve their vocabulary. It was proved on her research in SMP N 1 
Bergas in the academic year 2014/2015 with 33 students as samples. Besides that, 
As‟ad (2011) stated that using Board Game in learning English could improve the 
students‟ skill and ability in asking and giving opinion. Moreover, Buckby (1994) 
stated that Board Game gave many advantages for teacher and the students either. 
The benefits of Board Game is to attract the students to learn English because the 
game is fun and makes the students want to have experiment, discovers and 
interacts with their environment. 
     Based on the result above, it could be concluded that using Board Game 
could motivate the students to engage in language learning especially to improve 
their ability in grammar mastery. In the other words, using Board Game was 
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effective to improve students‟ achievement in learning grammar especially in 
teaching Simple Present Tense and Past Tense. Furthermore, this technique was 
able to improve the class situation such as: the students were enjoyed learning 
process and students got motivation to play the game which applied at the time in 
experimental class. 
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CHAPTER V 
CONCLUSION AND SUGGESTION 
             This chapter consisted of two sections. The first section deals with the 
conclusion and the second one deals with suggestion. 
A. Conclusion 
      Based on the discussion in the previous chapter, it was clear that using 
Board Game was improved the students‟ interest in learning grammar. The 
students‟ score in grammar test before treating Board Game was low. It was 
different from the students‟ mastery after using Board game in learning grammar. 
It was found in the students‟ post-test score. The score was higher than the pre-
test. Using Board game in learning activity contributed to the students‟ mastery in 
grammar. It was improved student‟s understanding in learning grammar. This 
method was increased students‟ grammar mastery. 
     It was proved that the t-test value is higher than t-Table (7.77 > 2.000). 
Accordingly, Board Game was improved the students‟ grammar mastery. It was 
concluded that using Board Game was effective toward the students in learning 
grammar at the second grade student of MTs. Muhammadiyah Mamajang 
Makassar. 
B. Suggestions 
  Based on the conclusion above, the researcher presents some 
suggestions as follows: 
1. The researcher suggests the teacher to make the learning and teaching 
grammar more effective. As the result, the researcher suggests the teacher 
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to choose Board Game as the teacher‟s method to make the students easier 
to learn grammar.  
2. The researcher suggests the next researcher to used random sampling as 
the technique sampling to get the data, because in this thesis the researcher 
only used purposive sampling. The researcher also suggests to find out 
much references about using Board Game in learning Grammar. 
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APPENDIX A 
1. The Result of the Students‟ Pre-test in Experimental Class 
No Nama Score (X) Xi
2
 
1 Andi Alwing 30 900 
2 Abu Hamzah 70 4900 
3 Aisyah Anwar 45 2025 
4 Ananda Putri Nhadilah 45 2025 
5 Hijrah Agustira 45 2025 
6 Irmayanti 45 2025 
7 Meidinah Al Maghfirah 70 4900 
8 Miftahul Husnah 50 2500 
9 Muh. Adnan 45 2025 
10 Muh. Al Qadri Abbas 75 5625 
11 Muh. Fatur Rahman 30 900 
12 Muh. Firdaus 35 1225 
13 Muh. Jaya 60 3600 
14 Muh. Nadwa Naim 50 2500 
15 Muh. Nurhikman 40 1600 
16 Muhammad Sultan 55 3025 
17 Nurcahyani Putri P.A 40 1600 
18 Nur Fadillah 45 2025 
19 Nurhalisa 65 4225 
20 Nurlaela Purnamasari 50 2500 
21 Sahrul 45 2025 
22 Sartini 50 2500 
23 Sernawati 50 2500 
24 Wirdanum 75 5625 
25 Juliano Nofiansyah Dini 50 2500 
26 Fauziah Nurul Safitri 50 2500 
27 Fauziah Harsyad 55 3025 
28 Aldi 45 2025 
29 Andi Respati Bengkas Purusha Ilham 65 4225 
30 Arini 55 3025 
31 Muh. Fachri Nurwin 80 6400 
32 Nurul Fadhillah Al islami 55 3025 
Total  1665 91525 
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2. The Result of the Students‟ Post-test in Experimental Class 
No Nama Score (X) Xi
2
 
1 Andi Alwing 70 4900 
2 Abu Hamzah 95 9025 
3 Aisyah Anwar 100 10000 
4 Ananda Putri Nhadilah 85 7225 
5 Hijrah Agustira 70 4900 
6 Irmayanti 80 6400 
7 Meidinah Al Maghfirah 85 7225 
8 Miftahul Husnah 80 6400 
9 Muh. Adnan 85 7225 
10 Muh. Al Qadri Abbas 95 9025 
11 Muh. Fatur Rahman 75 5625 
12 Muh. Firdaus 80 6400 
13 Muh. Jaya 90 8100 
14 Muh. Nadwa Naim 80 6400 
15 Muh. Nurhikman 75 5625 
16 Muhammad Sultan 100 10000 
17 Nurcahyani Putri P.A 90 8100 
18 Nur Fadillah 85 7225 
19 Nurhalisa 100 10000 
20 Nurlaela Purnamasari 100 10000 
21 Sahrul 100 10000 
22 Sartini 80 6400 
23 Sernawati 90 8100 
24 Wirdanum 100 10000 
25 Juliano Nofiansyah Dini 85 7225 
26 Fauziah Nurul Safitri 80 6400 
27 Fauziah Harsyad 95 9025 
28 Aldi 85 7225 
29 Andi Respati Bengkas Purusha Ilham 90 8100 
30 Arini 85 7225 
31 Muh. Fachri Nurwin 100 10000 
32 Nurul Fadhillah Al islami 90 8100 
Total  2800 247600 
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3. The Result of the Students‟ Pre-test in Control Class 
 
No Nama Score (X) Xi
2
 
1 Lusiano 50 2500 
2 David Rikiyanto 80 6400 
3 Firjaitullah Aprilian. N 50 2500 
4 Harianti 55 3025 
5 Hijru Anwar Putri 75 5625 
6 Ikbal 25 625 
7 Khainul 40 1600 
8 Manda Aulia Pratiwi 25 625 
9 Mittung. C 45 2025 
10 Muhammad Eka Syaputra. H 35 1225 
11 Muh. Rivai 35 1225 
12 Nurayu Sukmawati 45 2025 
13 Nurliana 55 3025 
14 Nurmini 45 2025 
15 Nurul Hikmah 50 2500 
16 Rara Anggraeni 55 3025 
17 Risnawati Irwan 50 2500 
18 Rosmina 40 1600 
19 Syarifah Aulia Bakhri 45 2025 
20 Wahyuni Kartika Sari 55 3025 
21 Vebri Arsy Aulia 50 2500 
22 Putri Mawar 45 2025 
23 Nasrul 50 2500 
24 Muh. Aidil Reski Ramadhan 50 2500 
25 Muh. Anbiya Syuhada 70 4900 
26 Nur Khalishah 55 3025 
27 Siti Fatimah Nur Qalbi 60 3600 
28 Subarqah 65 4225 
29 Titi 45 2025 
30 Muh. Rafly 65 4225 
31 Dwiki Bizh Zhabri 60 3600 
32 Zakiah Wadhiah 70 4900 
Total  1640 89150 
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4. The Result of the Students‟ Post-test in Control Class 
No Nama Score (X) Xi
2
 
1 Lusiano 75 5625 
2 David Rikiyanto 100 10000 
3 Firjaitullah Aprilian. N 75 5625 
4 Harianti 65 4225 
5 Hijru Anwar Putri 80 6400 
6 Ikbal 50 2500 
7 Khainul 60 3600 
8 Manda Aulia Pratiwi 70 4900 
9 Mittung. C 55 3025 
10 Muhammad Eka Syaputra. H 60 3600 
11 Muh. Rivai 65 4225 
12 Nurayu Sukmawati 75 5625 
13 Nurliana 70 4900 
14 Nurmini 50 2500 
15 Nurul Hikmah 95 9025 
16 Rara Anggraeni 70 4900 
17 Risnawati Irwan 60 3600 
18 Rosmina 100 10000 
19 Syarifah Aulia Bakhri 70 4900 
20 Wahyuni Kartika Sari 60 3600 
21 Vebri Arsy Aulia 80 6400 
22 Putri Mawar 50 2500 
23 Nasrul 80 6400 
24 Muh. Aidil Reski Ramadhan 65 4225 
25 Muh. Anbiya Syuhada 85 7225 
26 Nur Khalishah 75 5625 
27 Siti Fatimah Nur Qalbi 80 6400 
28 Subarqah 70 4900 
29 Titi 75 5625 
30 Muh. Rafly 80 6400 
31 Dwiki Bizh Zhabri 75 5625 
32 Zakiah Wadhiah 90 8100 
Total  2310 172200 
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APPENDIX B 
The mean score of experimental and controlled class 
A. Experimental class 
1. Pre-test 
x =  
∑ x
n
 
x =  
1665
32
 
x = 52.03 
2. Post-test 
x =  
∑ x
n
 
x =  
2800
32
 
x = 87.50 
B. Control class 
1. Pre-test 
x =  
∑ x
n
 
x =  
1640
32
 
x = 51.25 
2. Post-test 
x =  
∑ x
n
 
x =  
2310
32
 
x =  72.18 
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APPENDIX C 
Standard deviation of Experimental and Controlled class 
A. Experiment Class 
1. Pre-Test  2. Post-Test 
               SD = 
𝑺𝑺𝟏
𝒏−𝟏
   SD = 
𝑺𝑺𝟏
𝒏−𝟏
 
Where,       Where, 
SS1 = ∑X1
2 −  
(∑𝑋1)
2
𝑛
    SS1 = ∑X1
2 −  
(∑𝑋1)
2
𝑛
 
SS1 = 91525 −  
 1665 2
32
   SS1 = 247600 −  
 2800 2
32
 
SS1 = 91525 −  
2772225
32
   SS1 =  247600 –  
7840000
32
 
SS1 = 91525 − 86632.03   SS1 = 247600 − 245000 
SS1 = 𝟒𝟖𝟗𝟐.𝟗𝟕     SS1 = 𝟐𝟔𝟎𝟎 
SD =  
𝑆𝑆1
𝑛−1
     SD =  
𝑆𝑆1
𝑛−1
 
SD =  
𝟒𝟖𝟗𝟐.𝟗𝟕
32−1
     SD =  
 𝟐𝟔𝟎𝟎
32−1
 
SD =  
𝟒𝟖𝟗𝟐.𝟗𝟕
31
     SD =  
 𝟐𝟔𝟎𝟎
31
 
SD =  157.83    SD =  83.87 
 SD = 12.56                     SD = 9.15 
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B. Control Class 
1. Pre-Test  2. Post-Test 
SD = 
𝑺𝑺𝟐
𝒏−𝟏
  SD = 
𝑺𝑺𝟐
𝒏−𝟏
 
            Where,                        Where, 
            SS2 = ∑X2
2 −  
(∑𝑋2)
2
𝑛
                     SS2 = ∑X2
2 −  
(∑𝑋2)
2
𝑛
 
  SS2 = 89150 −  
 1640 2
32
         SS2 = 172200 −  
 2310 2
32
 
 SS2 = 89150 −  
2689600
32
          SS2 = 172200 −  
5336100
32
  
  SS2 = 89150 −  84050                                       SS2 =172200−166753.12 
 SS2 = 𝟓𝟏𝟎𝟎            SS2 = 5446.88 
SD =  
𝑆𝑆2
𝑛−1
                 SD =  
𝑆𝑆2
𝑛−1
 
SD =  
𝟓𝟏𝟎𝟎
32−1
                                       SD =  
𝟓𝟒𝟒𝟔.𝟖𝟖
32−1
 
 SD =  
𝟓𝟏𝟎𝟎
31
                SD =  
𝟓𝟒𝟒𝟔.𝟖𝟖
31
 
SD =  164.51                 SD =  175.70 
SD =  12.82 SD =  13.25 
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APPENDIX D 
The Significance Difference 
     X1 = 𝟖𝟕.𝟓𝟎   SS1 = 𝟐𝟔𝟎𝟎 
     X2 = 72.18   SS2 = 5446.88 
1. t-Test 
2. 
t =















2121
21
21
11
2 nnnn
SSSS
 
t =















32
1
32
1
23232
88.54462600
18..7250.87
 
t =
 03.0
62
88.8046
32.15






 
t =
  03.078.129
32.15
 
t =
89.3
32.15
 
t =
97.1
32.15
 
 
t- Test = 7.77 
3. t-Table 
For level of significance (D) = 0.05 
Degree of freedom (df) = (N1 + N2) -2 = (32 + 32) – 2 = 62 
t – Table  = 2.000 
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APPENDIX E 
The Distribution of T-Table 
Df 
P 
0.10 0.05 0.01 0.001 
1 6,314 12,706 63,657 636,619 
2 2,920 4,303 9,925 31,599 
3 2,353 3,182 5,841 12,924 
4 2,132 2,776 4,604 8,610 
5 2,015 2,571 4,032 6,869 
6 1,943 2,447 3,707 5,959 
7 1,895 2,365 3,499 5,408 
8 1,860 2,306 3,355 5,041 
9 1,833 2,262 3,250 4,781 
10 1,812 2,228 3,169 4,587 
11 1,796 2,201 3,106 4,437 
12 1,782 2,179 3,055 4,318 
13 1,771 2,160 3,012 4,221 
14 1,761 2,145 2,977 4,140 
15 1,753 2,131 2,947 4,073 
16 1,746 2,120 2,921 4,015 
17 1,740 2,110 2,898 3,965 
18 1,734 2,101 2,878 3,922 
19 1,729 2,093 2,861 3,883 
20 1,725 2,086 2,845 3,850 
21 1,721 2,080 2,831 3,819 
22 1,717 2,074 2,819 3,792 
23 1,714 2,069 2,807 3,768 
24 1,711 2,064 2,797 3,745 
25 1,708 2,060 2,787 3,725 
26 1,706 2,056 2,779 3,707 
27 1,703 2,052 2,771 3,690 
28 1,701 2,048 2,763 3,674 
29 1,699 2,045 2,756 3,659 
30 1,697 2,042 2,750 3,646 
40 1,684 2,021 2,704 3,551 
50 1,676 2,009 2,678 3,496 
60 1,671 2,000 2,660 3,460 
80 1,664 1,990 2,639 3,416 
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RENCANA PELAKSANAAN PEMBELAJARAN (RPP) 
Nama Sekolah : MTs Muhammadiyah Mamajang Makassar 
Mata Pelajaran  :  Bahasa Inggris 
Kelas/Semester :  VIII / 2 
Alokasi Waktu :  2 x 45 menit (3 x pertemuan) 
Topik Pembelajaran : Simple Present Tense  
A. Standar Kompetensi  
 Memahami penggunaan Simple Present Tense dalam teks tulis fungsional 
pendek dan penggunaannya dalam percakapan untuk berinteraksi dalam konteks 
kehidupan sehari-hari. 
B. Kompetensi Dasar  
  Menggunakan Simple Present Tense untuk mengekspresikan kegiatan yang 
sering dilakukan, kejadian berulang-ulang dan fakta, kemudian merespon makna 
yang terdapat dalam percakapan maupun tulisan pendek sederhana secara akurat, 
dalam konteks kehidupan sehari-hari. 
B. Indikator Pencapaian Kompetensi 
 Memahami Simple Present Tense secara akurat baik dalam bentuk kalimat 
maupun percakapan 
  Menggunakan Simple Present Tense secara akurat baik dalam bentuk 
kalimat maupun percakapan  
C. Tujuan Pembelajaran 
 Siswa mampu memahami penggunaan Simple Present Tense secara akurat 
baik dalam bentuk kalimat maupun percakapan 
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 Siswa mampu menggunakan Simple Present Tense secara akurat baik dalam 
bentuk kalimat maupun percakapan 
D. Materi Pokok 
a. Simple Present Tense 
Simple present tense adalah sebuah tenses untuk menyatakan atau 
mengungkapkan kegiatan / aktifitas yang sering kita lakukan sehari-
hari, misalnya makan, minum, sekolah, kerja, ataupun kegiatan lainnya 
Simple present tense dapat ditulis dengan rumus sbb. 
Kalimat verbal: 
Kalimat bentuk positif (+) S + V1 (s/es)  
Kalimat bentuk negatif (-) S + Do/Does + Not + V1  
Kalimat bentuk tanya (?) Do/Does + S + V1 
Contoh kalimat bentuk simple present tense : 
(+) She eats noodles everyday 
(-) She does not eat noodles everyday 
(?) Does she eat noodles everyday? 
( + ) They go to school every morning 
( - ) They don't go to school every morning 
( ? ) Do they go to school every morning ? 
Untuk penggunaan do/does tergantung pada subject yang digunakan pada 
suatu kalimat present tense yang kita buat. 
I, You, We, They = Do 
She, He, It, Andi, Ani, Ari = Does  
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Bila subject kalimatnya He, She dan It maka verb pada kalimatnya harus 
ditambah s/es  
Kalimat nominal: 
Kalimat bentuk positif (+) S + tobe(is, am, are ) + adj/adv/N 
Kalimat bentuk negatif (-) S + tobe(is, am, are ) +  not + adj/adv/N 
Kalimat bentuk tanya (?) tobe (is, am, are )+ S + adj/adv / N 
Contoh kalimatnya: 
( + ) You are a student 
( - ) You aren't student 
( ? ) are you a student? 
note : tobe is untuk subject: He, She, It 
tobe am untuk subject I 
tobe are untuk subject You, They, We 
b. Themes: 
 Daily Activities 
Kegiatan / aktifitas sehari-hari dalam bahasa Inggris disebut daily 
activities / daily routines pasti sangat berguna untuk menceritakan tentang 
kegiatan kita sehari-hari dalam bahasa Inggris. Jika kita tidak mempunyai 
kosakata bahasa Inggris yang cukup, alangkah baiknya jika kita mencoba 
memperkaya / menambah kosakata bahasa Inggris (vocabulary) kita 
dengan melakukan cara sederhana menambah kosakata bahasa Inggris. 
Example Of Daily Activities 
Turn off the alarm : mematikan alarm 
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Get up : bangun (dari tempat tidur) 
Have a cup of coffee : menikmati kopi 
Make breakfast : membuat sarapan pagi 
Read the newspaper : membaca koran 
Have breakfast : sarapan pagi 
Have a shower : mandi 
Get dressed : berpakaian 
Brush one's hair : keramas 
Comb one's hair : menyisir rambut 
Brush one's teeth : menggosok gigi 
Put make-up on : berias, dandan 
Go home : pulang 
Cook dinner : memasak makan malam 
Make dinner : makan malam 
Do one's homework : mengerjakan PR 
Watch Television : menonton TV 
Watch the News : nonton berita 
Take the rubbish out : membuang sampah 
Wash the dishes : mencuci piring (kotor) 
Feed the dog and cat : memberi makan anjing dan kucing 
Go to bed : (Siap-siap) tidur 
Go to the bathroom : Pergi ke kamar mandi 
Take one's medication : Minum obat 
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Get into one's pyjamas : memakai baju tidur 
Set the alarm : mengatur waktu alarm 
Lock the door : mengunci pintu 
Turn off the lights : mematikan lampu 
 Sports 
I run in the field every Sunday 
I play Badminton at the morning 
She plays volleyball  
 Physical Appearance 
My body is fat 
Your hair is curly 
My father‟s body is muscular 
 
E. Metode Pembelajaran/Teknik:  
Board Game 
F. Langkah-langkah Kegiatan Pembelajaran 
Pertemuan 1 
Tema: Your Daily Activities 
Tahapan 
Pembelajaran 
Kegiatan Pembelajaran Waktu 
Kegiatan Awal 1. Guru menyapa siswa  
2. Guru memeriksa kehadiran siswa 
3. Guru menyampaikan tujuan 
15 
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pembelajaran 
4. Guru menyampaikan kegiatan-kegiatan 
yang akan dilakukan 
Kegiatan Inti 5. Guru menjelaskan materi tentang simple 
present tense bentuk verbal.  
6. Siswa mengamati contoh-contoh kalimat 
Simple Present Tense menggunakan rumus 
verbal. 
7. Siswa menyusun kata menjadi kalimat yang 
benar dalam bentuk simple present tense 
menggunakan rumus verbal. 
8. Guru memberikan beberapa pertanyaan 
mengenai simple present tense yang telah di 
pelajari. 
9. Guru membagi siswa kedalam beberapa 
kelompok. 
10. Guru menjelaskan tentang Board game 
11. Guru menjelaskan cara melakukan Board 
Game 
12. Guru memberikan topik dengan tema 
„Daily Activities‟ untuk memainkan board 
game menggunakan tenses simple present 
tense bentuk verbal 
 
60 
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13. Siswa memainkan Board Game  
Kegiatan Akhir 14. Mengevaluasi hasil kerja siswa. 
15. Guru bersama siswa menyimpulkan 
materi yang telah disampaikan. 
16. Guru memberikan motivasi kepada 
siswa. 
15 
 
Pertemuan 2 
Tema: Sports 
Tahapan 
Pembelajaran 
Kegiatan Pembelajaran Waktu 
Kegiatan Awal 1. Guru menyapa siswa  
2. Guru memeriksa kehadiran siswa 
3. Guru menyampaikan tujuan 
pembelajaran 
4. Guru menyampaikan kegiatan-kegiatan 
yang akan dilakukan 
15 
Kegiatan Inti 5. Guru mereview kembali materi tentang 
Simple Present Tense bentuk verbal. 
6. Siswa diminta untuk membuat beberapa 
kalimat sederhana dengan menggunakan 
 
60 
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Simple Present Tense 
7. Guru membagi siswa kedalam beberapa 
kelompok. 
8. Guru menjelaskan tentang Board Game. 
9. Guru menjelaskan cara melakukan Board 
Game. 
10. Guru memberikan topik mengenai „Sports‟ 
kepada siswa untuk memainkan board game 
menggunakan tenses simple present tense 
bentuk verbal. 
11. Siswa memainkan Board Game  
Kegiatan Akhir 12. Mengevaluasi hasil kerja siswa. 
13. Guru bersama siswa menyimpulkan 
materi yang telah disampaikan. 
14. Guru memberikan motivasi kepada 
siswa. 
15 
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Pertemuan 3 
Tema: Physical Appereance 
Tahapan 
Pembelajaran 
Kegiatan Pembelajaran Waktu 
Kegiatan Awal 1. Guru menyapa siswa  
2. Guru memeriksa kehadiran siswa 
3. Guru menyampaikan tujuan 
pembelajaran 
4. Guru menyampaikan kegiatan-kegiatan 
yang akan dilakukan 
15 
Kegiatan Inti 5. Guru menjelaskan materi tentang simple 
present tense bentuk nominal.  
6. Siswa mengamati contoh-contoh kalimat 
Simple Present Tense bentuk nominal. 
7. Siswa menyusun kata menjadi kalimat yang 
benar dalam bentuk simple present tense 
menggunakan rumus nominal. 
8. Guru memberikan beberapa pertanyaan 
mengenai simple present tense yang telah di 
pelajari. 
9. Guru membagi siswa kedalam beberapa 
kelompok. 
10. Guru menjelaskan tentang Board game 
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11. Guru menjelaskan cara melakukan Board 
Game 
12. Guru memberikan topik mengenai 
„Physical Appearance‟ untuk memainkan 
board game menggunakan tenses simple 
present tense bentuk nominal. 
13. Siswa memainkan Board Game  
Kegiatan Akhir 14. Mengevaluasi hasil kerja siswa. 
15. Guru bersama siswa menyimpulkan 
materi yang telah disampaikan. 
16. Guru memberikan motivasi kepada 
siswa. 
15 
 
G. Media dan Sumber Belajar: 
Media presentasi : papan tulis 
    Board  
Sumber: 
- Dasar-dasar penguasaan Bahasa Inggris 
- https://www.wordsmile.com/pengertian-rumus-contoh-kalimat-simple-
present-tense 
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RENCANA PELAKSANAAN PEMBELAJARAN (RPP) 
Nama Sekolah : MTs Muhammadiyah Mamajang Makassar 
Mata Pelajaran  :  Bahasa Inggris 
Kelas/Semester :  VIII / 2 
Alokasi Waktu :  2 x 45 menit (3 x pertemuan) 
Topik Pembelajaran : Simple Past Tense  
A. Standar Kompetensi  
 Memahami penggunaan Simple Past Tense dalam teks tulis fungsional pendek 
dan penggunaannya dalam percakapan untuk berinteraksi dalam konteks 
kehidupan sehari-hari. 
B. Kompetensi Dasar  
  Menggunakan Simple Past Tense untuk mengekspresikan kegiatan yang telah 
dilakukan atau kejadian yang telah lampau.  
B. Indikator Pencapaian Kompetensi 
 Memahami Simple Past Tense secara akurat baik dalam bentuk kalimat 
maupun percakapan 
  Menggunakan Simple Past Tense secara akurat baik dalam bentuk kalimat 
maupun percakapan  
C. Tujuan Pembelajaran 
 Siswa mampu memahami penggunaan Simple Past Tense secara akurat baik 
dalam bentuk kalimat maupun percakapan 
 Siswa mampu menggunakan Simple Past Tense secara akurat baik dalam 
bentuk kalimat maupun percakapan. 
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D. Materi Pokok 
a. Simple Past Tense 
Simple past tense is, to declare an act / event that happened in the past / make 
enormous time has passed and in the know. 
Nominal sentence 
        (+) S+BE II+ (WAS/WERE) 
        (-) S+BE II+ NOT+ (WAS/WERE) 
        (?) BE II+ S + (WAS/WERE) 
Example 
 (+) I was very thirsty just now 
 (-) I wasn‟t very thirsty just now 
 (?) Were you very thirsty just now?             
Verbal Sentence 
        (+) S+V II 
        (-) S+DID NOT+V I 
        (?) DID+S+V I 
Example 
 (+) I cleaned my car on Monday 
 (-) I did not clean my car on Monday 
 (?) Did you clean your car on Monday? 
 
Pertemuan 4 
Tema: My Holiday 
Tahapan 
Pembelajaran 
Kegiatan Pembelajaran Waktu 
Kegiatan Awal 1. Guru menyapa siswa  
2. Guru memeriksa kehadiran siswa 
3. Guru menyampaikan tujuan 
15 
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pembelajaran 
4. Guru menyampaikan kegiatan-kegiatan 
yang akan dilakukan 
Kegiatan Inti 5. Guru menjelaskan materi tentang Simple 
Past Tense. 
6. Siswa mengamati contoh-contoh kalimat 
Simple Past Tense.  
7. Siswa menyusun kata menjadi kalimat 
Simple Past Tense. 
8. Siswa diminta membuat cerita sederhana 
dengan tema „My Holiday‟ menggunakan 
Past Tense. 
9. Guru membagi siswa ke dalam beberapa 
kelompok. 
10. Guru menjelaskan tentang Board Game. 
11. Guru menjelaskan cara melakukan Board 
Game. 
12. Guru memberikan topic „My Holiday‟ 
untuk memainkan board game 
menggunakan tenses Simple Past Tense 
kepada siswa. 
13. Siswa memainkan Board Game  
 
60 
Kegiatan Akhir 14. Mengevaluasi hasil kerja siswa. 15 
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15. Guru bersama siswa menyimpulkan 
materi yang telah disampaikan. 
16. Guru memberikan motivasi kepada 
siswa. 
 
Pertemuan 5 
Tema: Physical Appearance 
Tahapan 
Pembelajaran 
Kegiatan Pembelajaran Waktu 
Kegiatan Awal 1. Guru menyapa siswa  
2. Guru memeriksa kehadiran siswa 
3. Guru menyampaikan tujuan 
pembelajaran 
4. Guru menyampaikan kegiatan-kegiatan 
yang akan dilakukan 
15 
Kegiatan Inti 5. Guru mereview ulang materi tentang 
Simple Past Tense. 
6. Siswa mengamati contoh-contoh kalimat 
Simple Past Tense.  
7. Siswa diminta membuat beberapa kalimat 
Simple Past Tense. 
8. Guru memeriksa hasil kerja siswa. 
9. Guru membagi siswa ke dalam beberapa 
 
60 
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kelompok. 
10. Guru menjelaskan tentang Board Game. 
11. Guru menjelaskan cara melakukan Board 
Game. 
12. Guru memberikan topic „Physical 
Appearance‟ untuk memainkan board game 
menggunakan tenses Simple Past Tense 
kepada siswa. 
13. Siswa memainkan Board Game  
Kegiatan Akhir 14. Mengevaluasi hasil kerja siswa. 
15. Guru bersama siswa menyimpulkan 
materi yang telah disampaikan. 
16. Guru memberikan motivasi kepada 
siswa. 
15 
 
Pertemuan 6 
Tahapan 
Pembelajaran 
Kegiatan Pembelajaran Waktu 
Kegiatan Awal 1. Guru menyapa siswa  
2. Guru memeriksa kehadiran siswa 
3. Guru menyampaikan tujuan 
pembelajaran 
4. Guru menyampaikan kegiatan-kegiatan 
15 
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yang akan dilakukan 
Kegiatan Inti 5. Guru mereview kembali mengenai materi 
Simple Present Tense dan Past Tense. 
6. Guru meminta siswa membuat sebuah 
cerita sederhana mengenai Present Tense 
dan Past Tense 
7. Guru mengecek pekerjaan siswa 
8. Guru membagi siswa ke dalam beberapa 
kelompok. 
9. Guru mereview kembali cara melakukan 
Board Game. 
10. Siswa diminta untuk memainkan Board 
Game menggunakan tenses Simple Past 
Tense  dan Past Tense kepada siswa. 
11. Siswa memainkan Board Game  
 
60 
Kegiatan Akhir 12. Mengevaluasi hasil kerja siswa. 
13. Guru bersama siswa menyimpulkan 
materi yang telah disampaikan. 
14. Guru memberikan motivasi kepada 
siswa. 
15 
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G. Media dan Sumber Belajar: 
Media presentasi : papan tulis 
    Board  
Sumber: 
- Dasar-dasar penguasaan Bahasa Inggris 
- https://fitrianingsiherianto.wordpress.com/2013/03/21/pengertian-past-
tense-dalam-bahasa-inggris-contoh-verbal-dan-nominal/ 
- https://www.wordsmile.com/pengertian-rumus-contoh-kalimat-simple-
present-tense 
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Research Instrument 
(Pre-Test) 
 
Name :  
Class :  
 
1. The instrument of this research focuses on the effectiveness of Board 
Game in Teaching Grammar to the Eight Grade Students. 
2. The results of this study have absolutely no effect on the score of your 
English. 
3. Researcher says thanks very much for your attention and cooperation. 
 
Choose the correct answer a, b, c or d below based on the question!  
1. I . . . at Nisa‟s house yesterday. 
a. stay    c. stayed 
b. stays  d. staying 
 
2. I . . . cake every morning. 
a. Ate  c. eating 
b. Eat   d. eaten 
 
3. My mother . . . rainbow cake last week 
a. make   c. made 
b. makes   d. making 
 
4. I . . . a radio every night. 
a. Listening  c. listened 
b. Listen  d. listens 
 
5.  They . . . my mothers‟ friends. 
a. Was  c. is 
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b. Are  d. am 
 
6. The cat . . . the mouse an hour ago. 
a. catch   c. caught 
c. catches   d. catching 
 
7. Ditta . . . her shoes yesterday morning. 
a. wash   c. washed 
c. washes   d. is washing 
 
8. He . . . my grandfather. 
a. Am  c. were 
b. Are  d. is  
 
9. They . . . couple t-shirt last night. 
a. wear   c. wore 
b. wears   d. wearing 
 
10. You . . . my bestfriend. 
a. Are  c. was 
b. Am  d. is  
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Research Instrument 
(Post-Test) 
 
Name :  
Class :  
 
1. The instrument of this research focuses on the effectiveness of Board 
Game in Teaching Grammar to the Eight Grade Students. 
2. The results of this study have absolutely no effect on the score of your 
English. 
3. Researcher says thanks very much for your attention and cooperation. 
 
Choose the correct answer a, b, c or d below based on the question!  
1. Last Saturday, I . . . to Tasikmalaya. 
a. does not go   c. did not go 
b. do not go   d. have not go 
 
2. She . . . beautiful every day. 
a. Were  c. is 
b. Are   d. am 
 
3. We . . . picture of the beautiful sceneries last vacation. 
a. take    c. took 
b. takes   d. taking 
 
4. I . . . my students every day. 
a. Teach  c. teaching 
b. Teached  d. touch  
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5. Did Clara . . . English last Monday? 
     a. study   c. studied 
     c. studies   d. studying 
6.  They  . . . letter every week. 
a. Write   c. writing 
b. Wrote  d. writes 
 
7. She . . . to the market every Sunday. 
a. Went   c. go  
b. Going  d. goes  
 
8.  Did your father . . . coffee this morning? 
     a. drink   c. drank 
     c. drinks   d. drinking 
 
9. We . . . badminton in this morning. 
a. Play   c. playing 
b. Played  d. plays 
 
10. I . . . my friend on the street last night. 
      a. meet   c. met 
      b. meets  d. meeting 
 
 
 
 
 
 
 
73 
 
 
APPENDIX J 
Documentations 
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